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ABSTRACT: The primary aim of this study was to explore the effeetiveness of using games in teaching 
grammar to young learners from the view points of Turkish EFL teachers working in primary schools. English 
language teachers’ (n=15) opinions were collected through a questionnaire and the results of this study 
demonstrated that Turkish EFL teachers have a range of conceptions about using games in grammar teaching 
similar to those reported in the current literature. The study suggests that while Turkish EFL teachers accept the 
effectiveness of using games in grammar teaching, they do not use games as frequently as expected in their 
classrooms. 
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INTRODUCTION 

Although some teachers of English see language games as time consumers or classroom techniques for 
fun, games have a special role in any foreign language teaching programme because they facilitate 
foreign language learning especially for young learners. With the introduction of communicative 
language teaching, English language teaching and learning has become much more demanding for 
teachers and learners just like any other innovation poses challenges for its users. Games have become 
crucially important for English language learners and teachers not only because they provide 
enjoyment and relaxation, but also as they encourage students to use their language in a creative and 
communicative manner. Similarly, because the definition of the term “young learners” encapsulates 
those children between the ages of about 5 years old to 12 years old (Rixon, 1999), it can be suggested 
that games are a natural part of young learners’ lives. 

The relationship between games in the teaching of foreign languages has been explored in 
various studies in Turkey (Izgdren, 1999; Ministry of National Education’s English Eanguage 
Curriculum for Primary Education Grades 4, 5, 6, 7 and 8, 2006; Topkaya and Kiiquk, 2010). As 
Topkaya and Kiiquk (2010) articulate, primary school curriculum for young learners’ English lessons 
should incorporate more games for children. Similarly, Sungurtekin, Sezer, Bagqeli-Kahraman and 
Sadioglu (2009: p. 756) explain that “by playing games, a child makes acquaintance with his 
environment, learns life and gains new instructions.” Ministry of National Education’s English 
Eanguage Curriculum for Primary Education Grades 4, 5, 6, 7 and 8 (2006) further claims that games 
should be a fundamental part of primary school education because they are motivating, 
contextualizing, and natural activities that make learning meaningful. 

It should be bom in mind that language learning is a challenging task requiring constant effort 
especially for young learners. Games encourage learners to direct their energy towards language 
learning by providing them with meaningful contexts (Wright, Betteridge and Buckby, 1984). 
Therefore, it is important that teachers should not see games as time fillers or tools designed for fun 
only, but integrate them into their foreign language teaching programmes. It is possible to come up 
with many descriptions proposed by various researchers about the nature of games. Rixon (1991, p.3), 
for example, describes games as “form of play governed by rules.” Eikewise, Hadfield (1990; Quoted 
in Deesri, 2002, p.l) describes games as “an activity with rules, a goal and an element of fun.” 
According to Haycraft (1978, p. 94), “Games are an agreeable way of getting a class to use its 
initiative in English.” However, games are described by Gibbs (1978; Quoted in Rixon, 1991, p. 3), as 
“games are activities carried out by cooperating or competing decision makers, seeking to achieve, 
within a set of rules, their objectives.” 



* Giilin Yolageldili, Children Research Center-Tnrkey, gnlinyolageldili(S)hotmail.com 

** Arda Arikan, Assoc. Prof Dr., Children Research Center-Tnrkey, ardaari(g)gmail.com 



What is common in all these descriptions is the fact that games involve many factors such as 
employing rules, fostering cooperation while making learning fun. One can simply say that games are 
enjoyable. However, in addition to being enjoyable, games refer to rules to be followed pointing at a 
serious instructional planning and delivery process. As expressed by Lee (1979, p.3) games have a 
very clear beginning and ending and they are governed by rules. Competition, which is associated with 
games, plays a crucial role as for the nature of games requires. Learners are excited by competition 
because the question of who will win or lose remains unanswered until the game is over. Similarly, 
games’ making learning easier in an enjoyable way suggests that games are full of fun which leads to 
successful learning. In many games, learners are required to cooperate to achieve the goal and most 
learners enjoy cooperation and social interaction. It is believed that when cooperation and interaction 
are combined with fun, successful learning becomes more possible. To conclude, no matter how 
differently games are described, one cannot underestimate their pedagogical value both in teaching 
and learning a foreign language. 

Games provide language teachers with many advantages when they are used in classroom. 
One of these advantages is that learners are motivated to learn the language when they are in a game. 
McCallum (1980, p. ix) emphasizes this point by suggesting that “games automatically stimulate 
student interest, a properly introduced game can be one of the highest motivating techniques.” Avedon 
(1971; Quoted in Deesri, 2002, p. 2) further argues that “games spur motivation and students get very 
absorbed in the competetive aspects of the games; moreover, they try harder at games than in other 
courses”. In other words, games stimulate students’ interest in classroom activities and as a result, 
students become motivated and willing to learn. 

Another advantage associated with games is that students’ anxiety towards language learning 
desreases as games are employed. In language classes, learners feel stressful because they think that 
they have to master the target language that is unknown to them Besides, learners become too anxious 
about being criticized and punished by their teachers when they make a mistake. Games are 
advantageous at this point because they reduce anxiety, increase positive feelings and improve self- 
confidence because learners do not afraid of punishment or criticism while practicing the target 
language freely (Crookal, 1990, p.l 12). 

Games are student- focused activities requiring active involvement of learners. In Crookall’s 
( 1 990) opinion, learners and teachers change their roles and relations through games and learners are 
encouraged to take active role in their learning process. As a result, games provide learners with a 
chance to direct their own learning. From an instructional view point, creating a meaningful context 
for language use is another advantage that games present. By using games, teachers can create 
contexts which enable unconscious learning because learners’ attention is on the message, not on the 
language. Therefore, when they completely focus on a game as an activity, students acquire language 
in the same way that they acquire their mother tongue, that is, without being aware of it (Cross, 2000, 
p. 153). 

Games bring real-life situations to the confinement of the classroom which provides learners 
with an opportunity to use the language. Celce-Murcia (1979: p. 54) argues that “in games, language 
use takes precedence over language practice, and in this sense games help bring the classroom to the 
real world, no matter how contrived they may be.” To state this differently, by putting learners in real 
life situations, games make a connection with the real usage of language. In addition to these, 
McCallum (1980) explains that there are many advantages of games such as the fact that they 

1. focus students’ attention on specific structures, grammatical patterns, and vocabulary items. 

2. can function as reinforcement, review and enrichment. 

3. involve equal participation from both slow and fast learners. 

4. can be adjusted to suit the individual age and language levels of the students. 

5. contribute to an atmosphere of healthy competition, providing an outlet for the creative use of 
natural language in a non-stressful situation. 

6. can be used in any language teaching situations and with all skill areas (reading, writing, 
speaking or listening). 
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7. provide immediate feedback for the teacher. 

8. ensure maximum student participation for a minimum of teacher preparation, (p.ix) 



To sum up, games have a great pedagogical value providing language teachers with many 
advantages when they are used in foreign language classes. The review of the studies related to 
language games indicates that games are crucially important in foreign language teaching and learning 
in a variety of areas. The major areas mentioned in the literature are using games in teaching grammar 
to young learners (Nedomova, 2007; Bekiri, 2003; Hong, 2002); factors to consider while choosing 
games; deciding which game to use (Nedomova, 2007; Rixon, 1991; McCallum,1980); deciding the 
time to use games (Lee, 1979; Rinvolucri, 1990); the role of teacher in using games to teach grammar 
to young learners; teacher’s preparation (McCallum, 1980); the role of the teacher as a facilitator 
(Celce-Murcia, 1979); class organization (McCallum, 1980); learner participation (McCallum, 1980; 
Lee, 1979); and the effectiveness of using games in teaching grammar to young learners (Amato, 
1988; Gunn & McCallum, 2005; Deesri, 2000; Celce-Murcia & Hides, 1988). 

The fact that games are the most suitable instructional activities for young learners is obvious 
because they are a natural part of their existence. Nedomova (2007, p.l7) argues that “young learners 
are not able to pay their attention for more than 10-20 minutes and after that they start to be bored and 
tired.” Especially when grammar teaching is too dependent on rules and memorization, they start to 
lose their interest and motivation. Teachers know that young learners like being physically active as 
they learn by doing. Moreover, they are imaginative and creative and they learn without being aware 
of it. Besides, young learners use their previous experience, knowledge, several skills, and abilities 
which help the teacher present the new information by enabling children to practice the new 
knowledge on top of their previous knowledge (Nedomova, 2007, p. 28). Therefore, the best way to 
direct this capacity in grammar teaching is using games. Bekiri (2003, p.l) states that when a lesson 
includes a game, the game gives a chance to the teacher to help learners acquire new for ms and lexis 
in an effective way. It should not be a complicated game, but a simple one because it is usually more 
effective as young learners find it difficult to understand a long list of rules. Similarly, games should 
also include praise and encouragement because young learners always love to be the centre of 
attention. In addition to all these, it should be born in mind that games should be as short as possible 
because as mentioned before, young learners are able to pay their attention to the games just for a 
limited time. Hong (2002) gives some suggestions to teachers about using games for teaching young 
learners by claiming that: 

a. When giving instructions to beginners, a few words in the mother tongue would be the quickest 

way to make everything clear. More English exposure is needed at a later stage. 

b. Games are best set up by demonstration rather than by lengthy explanation. 

c. ft is very important not to play a game for too long. Students will begin to lose interest, ft is best 

to stop a game at its peak. (p. 1) 



Teaching young learners is a very demanding issue that needs consideration. Research in Turkey 
has shown that only 35% of pre-service teachers of English believe that their teacher education 
curriculum prepare them as effective teachers of English that can teach young learners successfully 
(Ozkan & Arikan, 2010). This problematic issue is important because the teacher should come up with 
the most suitable activities and tasks to teach young learners. As such, games are one of the best ways 
to direct young learners’ energy not only to grammar learning, but also to many skills and areas of the 
language. However, it should be taken into consideration that as they are young learners, teaching 
them through games requires special effort from the teacher. Hence, two factors, namely, deciding 
which game to use and deciding the time to use games need to be explained. 



Which Game to Use 

Teachers should be careful about choosing games if they want to make them advantageous. First of all, 
the teacher should decide on the purpose of a game. A game may seem appropriate and useful. 
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However, when its value is considered from the view point of foreign language teaching, it may have 
little or no purpose. Nedomova (2007, p.l9) underlines the fact that we “should consider whether the 
game-like activity is for children only to make the lesson more attractive and protect them from being 
bored or whether we tend to revise and practise some particular part of grammar, vocabulary, etc.” 
when they choose a game. 

Considering the level of the game is equally important while choosing games. Teachers must 
decide whether the level of the game fits students’ language level because a game may become 
difficult when it is beyond the learners’ level or it may become boring when learners find it too easy to 
carry on. When a game’s value in grammar teaching is considered, teachers tend to use them for 
practice or to rei nf orce a specific grammatical aspect of language only if a game is suitable for 
learners’ level so that the grammatical knowledge can be used easily as they are playing the game. 

The fact that games enable social interaction and participation is also important. Learners, 
especially the young ones, learn better when they interact with their peers. Some games may include 
both cooperation and competition together. While students cooperate within a team, they, at the same 
time, compete against another team (Rixon, 1991, p. 5). Hence, what teachers should consider while 
choosing a game is the fact that children learn best with games which require physical action, 
interaction, competition and participation. 

In addition to all these, there are many other factors such as the size and the physical properties 
of the classroom, the equipment, materials and the time available for a game (McCallum, 1980, p. xii). 
In conclusion, teachers should take all these factors into account while choosing a game because a 
game which seem s to be most appropriate may turn into a complete failure in the end. 



When to Use the Games 

Games are mostly used when there is some time left at the end of the lesson to keep students 
quiet. However, Lee (1979, p. 3) proposes that “games should not be regarded as a marginal activity, 
fdling in odd moments when the teacher and class have nothing better to do.” With this in mind, 
games should be put into the center of classroom teaching and they should not be treated as a merely 
warm-up activity. Rinvolucri (1990) clarifies that a game can be used in any of these three stages 
while using them as a part of grammar instruction: 

a) before presenting a given structure, especially to find out diagnostically how much 

knowledge is already known by the learners; 

b) after a grammar presentation to see how much the group have grasped; 

c) as a revision of a grammar area (p. 3). 



Teachers should be well aware of their roles while using games in their classes. Since it is 
rather difficult to find a game that meets all the needs of the learners, careful preparation of the teacher 
is necessary. McCallum (1980, pp. x-xi) suggests that the teacher should organize the game before the 
instruction. The teacher may need some extra equipment or materials to play the game and most of the 
time these equipment and materials are not available in the classroom. Before explaining the rules to 
the class, the teacher should first understand how the game is played. Especially when working with 
children, the teacher should always be prepared to adapt the game to the givens of the class. After 
choosing the game, the teacher should explain its rules to the learners in a direct and non-complicated 
way. Especially for young learners, it may be necessary to use the mother tongue because if these 
learners cannot understand how to play the game, there is no educational purpose in playing it. 
Therefore, demonstrations may be beneficial because they can help young learners understand the 
rules clearly and easily. Moreover, the teacher is not recommended to interrupt a game to correct the 
mistakes of young learners. According to Celce-Murcia (1979, p. 54), “interruptions should be as 
infrequent as possible so as not to detract from the student’s interest in the game. An alternative to 
immediate correction is to make note of errors and discuss them when the game is over”. In other 
words, as sudden interruptions may distract learners’ attention, it is better to wait until the game is 
over to discuss and correct the mistakes of the learners. In addition, appropriate class organization 
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increases the success of a game. Many games require the class to be divided into groups or pairs. Thi s 
gives the teacher a chance to monitor the activity of the learners while they are playing the game. 
McCallum (1980, p. xii) asserts that learners should be in the same team during the year because it 
both saves the teacher’s time and helps learners develop team spirit that promotes exchange of ideas 
among themselves. Pair work is also beneficial as it develops learners’ communication skills. In short, 
dividing class into pairs and groups enables learners to improve their language and communication 
skills while promoting competition among the teams or pairs. As such, the teacher may find more time 
to focus on students’ language development. 

Games increase learners’ proficiency in practicing grammar communicatively. With the help of 
grammar games, students can develop their ability in using language as they are given a chance to use 
language in the situations which have a purpose (Deesri, 2000, p. 3). Celce-Murcia and Hilles (1988, 
p. 132) claim that when English language learners participate in games, the language they use is task- 
oriented and their aim is more than producing the correct speech. Therefore, games provide learners 
with a chance to practice grammar communicatively provided that games attract learners’ attention to 
some specific forms before the communicative practice. When this is achieved, the relation between 
form and discourse is enhanced with the help of games because the form(s) aimed for attention exist 
naturally in the larger discursive context provided by games. In short, games provide learners with an 
opportunity to drill and practice grammatical rules and forms by presenting them in a communicative 
way. In sum, with the introduction of communicative competence, games, which were treated as time 
fdlers or for relaxation activities, began to appear as an indispensable part of any English foreign 
language teaching programme. 

Having reviewed the importance and features of games from various angles, the primary aim 
of this study was to the opinions of Turkish EFE teachers on the use of games in their English 
language classrooms. For this aim, the following research questions were addressed in the study: 

(1) What are Turkish EFE teachers’ beliefs about the pedagogical value of using games in foreign 
language classrooms? 

(2) What are the teachers’ attitudes towards using games in grammar teaching? 

(3) What do teachers think about the effectiveness of using games in teaching grammar to young 
learners? 

(4) To what extent do the teachers of EEL make use of games while teaching grammar? 



METHOD 

Research Design 

This study was designed as a descriptive study with an aim to explore the beliefs and habits of Turkish 
EFE teachers’ towards using games in young learners’ English classes. 



Participants 

Fifteen EFE teachers voluntarily participated in the study and in the selection of the 
participants, purposive sampling was used to get the most adequate data from the available individuals 
within the researchers’ reach. The participiants’ ages ranged from 24 to 54. Only two of the 
participants were at the beginning of their teaching career. More than half of the fifteen participiants’ 
ages ranged from 30 to 40. The rest of the participiants were older than 45 years old. All of the 
participants worked in 6 different primary State schools. Among the participants, the females were in 
majority (27% males and 73% females). The demographic information on the sex and age of the 
participiants is given in table 1. 



The Research Instrument 

A questionnaire was prepared by the researchers and was applied in different schools in Edirne 
and Ankara. The questionnaire was composed of fifteen questions. In the first part of the 
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questionnaire, the participiants were informed about the purpose of taking part in the questionnaire. In 
the second part, they were asked to fill in the demographic information about their age, sex, and the 
school type at which they were teaching. In the third part, they were asked to fill in the option which 
best showed their opinion about games and their effectiveness in teaching grammar to young learners. 
The questionnaire included a five-point Likert type scale with five options, namely, ‘strongly 
disagree’, ‘disagree’, ‘undecided’, ‘agree’ and ‘strongly agree’. The items in the questionnaire were 
prepared under the light of the relevant literature and since all of the participiants were EFL teachers, 
the questionnaire was administrated in English. The reliability coefficient of the questionnaire was 
calculated to be .072, suggesting moderate reliability which can be resulted from the low number of 
the questions asked in the questionnaire and the low number of the participants. However, as the 
relevant research suggests, any number above .67 can be accepted as acceptable in ter ms of the 
instrument’s reliability (Cohen, Manion and Morrison, 2007, p. 506). 



Table 1 

Demographic Information about the Questionnaire Participiants (n=15) 



Age 


Male 


Female 


Below 29 


50% 


50% 


30- 40 


12.50% 


87.50% 


45- 55 


40% 


60% 



Data Analyses 

After the administration of the questionnaire, the results obtained from the participiants were 
analyzed with the help of a reknown spreadsheet application. The data were tabulated and the 
frequencies and percentages for each question were presented in tables. 



RESULTS 

The results obtained from the analysis of data for each item are discussed elaborately in this 
part of the article. 

Table 2 

Teachers’ Beliefs about the Pedagogical Value of Using Games in Eanguage Teaching (n=15) 



# 


Statement 


Agree 


Disagree 


1 


1 believe that games are both fun and full of 
pedagogical value. 


86.67% 


13.33% 


5 


1 believe that games should be given a special 
role in a foreign language teaching 


93.33% 


6.67% 




programme. 






9 


1 believe that games present many 
opportunities to learners to show their skills 
not only in grammar but also in many 
language areas. 


100% 


0% 


13 


1 think that teachers must use games for fun 
only for breaking down boredom. 


53.33% 


46.67% 
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The results of the first question show that a great majority of EFL teachers, 86.67%, believe in 
the pedagogical value of games in second language teaching. Question five asked participiants 
whether games should be given a special role in the foreign language teaching programme or not. The 
results of question five reveal that nearly all of the participiants, 93.33%, agree with the idea that 
games should be given a special role in the foreign language teaching programme.The results of 
question nine indicate that all of the participiants are of the same opinion that games provide learners 
with a chance to show their skills not only in grammar, but also in many areas of language. Lastly, 
thirteenth question was directed to learn whether participiants think games as tools designed only for 
fun or alternatives that can be used to make instruction more effective. Results show that while nearly 
half of the participiants think games as tools for fun, others think them as one of the best alternatives 
to make the instruction beneficial for learners. Consequently, Table 2 reveals that although some of 
the EFL teachers do not think that games have any pedagogical value, the ones thinking them 
pedagogically valuable are in the majority. 

Table 3 

Teachers’ Attitudes towards the Use of Games in Grammar Teaching as a Form of Instruction (n=15) 



# 


Statement 


Agree 


Disagree 


2 


1 believe that 1 cannot measure students’ knowledge 
of grammar when 1 use games in my classroom. 


36.67% 


63.33% 


6 


I believe that using games to teach grammar may 
distract students’ attention during the instruction. 


43.33% 


56.67% 


8 


1 believe that using games in my grammar class can 
be time-consuming 


40% 


60% 


10 


1 feel uncomfortable when 1 don’t give the exact 
rules for every grammar subject. 


80% 


20% 


12 


1 find it difficult to find a game for every aspect of 
grammar. 


86.67% 


13.33% 



The results show that most EFL teachers (63.33%) do not agree with the idea that games 
prevent teachers from measuring students’ knowledge of grammar when they are used as a form of 
instruction. Similarly, 56.67% of the teachers do not believe that games distract students’ attention 
when they are used for teaching grammar. Sixty percent of the teachers disagree with the idea that 
using games in grammar classes is time-consuming. Question twelve indicates that most of the EFL 
teachers, 86.67%, have difficulty in finding a game for every field of grammar. In conclusion, the 
results of Table 3 reveal that while most of the EFL teachers still believe in the validity of teaching 
direct rules, their attitudes towards the use of games as a form of instruction are generally positive. 

The results of question three indicate that a great majority of EFL teachers, 93.3%, believe 
that games lower students’ anxiety towards grammar learning. Therefore, games help students 
overcome their anxiety, feel relaxed and be enthusiastic to learn. Question four reveals that most of the 
EFL teachers (76.67%) believe that games are effective in grammar teaching. Question seven shows 
that the important part of the teachers, 93.3%, are agree with the idea that grammar games encourage, 
entertain and promote fluency. Question eleven reveals that a great majority of teachers, 86.7%, think 
that games are motivating and entertaining way of teaching grammar, especially for weak students. 
Similarly, Bekiri (2003, p.3) emphasizes this point by saying that the cooperation between the group 
members help weaker learners overcome their stress and motivate them to participate in the game 
because they know that the better ones are there to help them when they need. Lastly, the results of 
question fourteen indicate that a great majority of EFL teachers, 90%, believe that while playing a 
game, learners do not focus on the structures only, but they learn them unconsciously. As a result. 
Table 4 reveals that a great majority of EFL teachers are aware of the fact that games are effective in 
many ways in grammar teaching. 
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Table 4 

Teachers’ Thoughts about the Effectiveness of Using Games in Teaching Grammar to Young Learners 
(n=15) 



# 


Statement 


Agree 


Disagree 


3 


1 believe that using games can lower students’ anxiety 
towards grammar learning. 


93.33% 


6.67% 


4 


1 believe that games are not very effective in grammar 
teaching. 


23.33% 


76.67% 


7 


1 believe that grammar games encourage, entertain, teach 
and promote fluency. 


93.33% 


6.67% 


11 


I believe that games are highly motivating and entertaining 
way of teaching grammar, especially for weak students. 


86.67% 


13.33% 


14 


1 believe that while playing a game, learners are not 
concerned about focussing on the structures, but learn them 
unconsciously. 


90% 


10% 



Table 5 

The Frequency of Using Games for Teaching\Learning Grammar (n=15) 



# Statement 


Agree 


Disagree 


15 1 use games in my grammar class as much as possible. 


63.33% 


36.67% 



Question fifteen was directed to the participians to reveal how frequent they use games in their 
EFL classes to teach grammar. The results indicate that many of the participiants, 63.33%, try to use 
games as much as possible in their classes. However, one can conclude from the results that games are 
not used so frequently as expected in EFL classes because the results Table 5 reports are low in 
percentage when compared with the results of other questions. One of the reasons for this, as Deesri 
(2002) suggests, is that as there is a very limited time and a strict schedule to study all the content and 
material; so, it is not so easy to incorporate games into the class (p. 4). Another reason suggested by 
the current literature is that most of the time, teachers find it difficult to find a game for every field of 
grammar. As a result, the use of games in grammar teaching/learning is often neglected. 



CONCLUSION AND RECOMMENDATIONS 

The primary aim of this study was to explore the effectiveness of using games in teaching grammar to 
young learners from the view points of Turkish EFL teachers who work in primary schools. Games are 
important in primary school classrooms because as Vernon (2006, p.l) claims, as young learners play 
a game, they “focus on the activity and end up absorbing the language subconsciously.” Similarly, 
Gunn and McCallum (2005) express that games are another way to help students learn, review, and 
internalize various grammar structures. As the findings of this study show, according to the teachers, 
games are an important and necessary part of English language teaching and learning in the context of 
primary schools’ English lessons simply because they provide EFL teachers with many instructional 
advantages. Games are one of the best ways to direct young learners’ energy into language learning 
because young learners like to be physically active; moreover, they are imaginative and creative and 
they learn subconsciously. Therefore, teaching young learners requires a special effort and challenge 
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by the teacher and games are one of the best ways to achieve this. However, for a game to achieve its 
purpose, it is necessary that teachers should consider some factors such as deciding on which game to 
use and the time to use the game in their classrooms. Besides, teachers have some other important 
roles such as making the necessary preparations about the game, organizing the class, and running the 
activity as smoothly as possible. Hence, for a game to become pedagogically successful, it is important 
that teachers should be aware of their roles and all the other factors affecting the success of a game. As 
such, Celce-Murcia (1979, p.54) asserts that games should not only be used to prevent class from 
being monotonous or to attract students’ attention or to fill the time at the end of the class. 

It is obvious that the participants articulate that games are effective in teaching and practising 
grammar. Grammar learning becomes enjoyable and permanent as a result of games’ providing 
learners with a meaningful context for practising grammar communicatively. However, some of the 
results of this study point at the problematic practices despite this recognition. It is found that 80% of 
the EFL teachers feel uncomfortable when they do not teach grammar by explicitly giving the 
grammar rules. This shows that although English language teachers recognize the value of games for 
the teaching of English grammar, they still follow a rule-based approach to teaching grammar rather 
than helping students to get used to using the grammar forms especially in the natural process of 
games. This finding supports that put forward by Wei-Pei’s (2008) earlier work in which it was found 
that although teachers claim that they recognize the value of games in English language classroom and 
claim to be using games in their classrooms, observations show that classrooms were in fact heavily 
teacher fronted. This clashes with the literature because instead of being taught the rules explicitly, 
students feel more positive about being taught through alternative grammar teaching methods (Gunn 
and McCallum, 2005, p. 38). Likewise, Deesri (2002, p.3) reports that students feel uncomfortable and 
stressful in the classroom because they have to master unfamiliar and unknown grammatical structures 
and this affects their learning which can be dealth with the use of games. 

Although this study is a small scale study employing the views of 15 participants, it can be 
considered as an important step in identifying the practitioners’ views on an important topic, that is, 
young learners’ learning of English grammar with games. Current projection of the Ministry of 
National Education supports the view that games make up an indispensible part of all primary school 
foreign language education (Ministry of National Education’s English Language Curriculum for 
Primary Education Grades 4,5,6,7 and 8, 2006). Hence, research and pre-service and in-service 
training programmes should pick up all aspects of teaching English with games as an important topic. 

In conclusion, a close examination of these results point that Turkish EFL teachers recognize 
the pedagogical value of using games in their classrooms and agree that while teaching the grammar 
rules explicitly is still important, using games as a form of instruction is also beneficial. Similarly, the 
participants express that using games is effective in grammar teaching especially for young learners. 
Finally, results of this study further show that although a great majority of the participiants favours the 
effectiveness of using games in grammar teaching, they do not use games as frequently as expected. 
Most of the participiants express that this is because of the crowded classroom environments and the 
heavy load of the curriculum. With accurate planning and information passed onto the teachers, this 
problem should be dealt with to secure the benefits of games in the foreign language classroom. 
Lastly, in coursebooks and materials, the use of games can be emphasized and by presenting 
alternative games, foreign language teaching can be enriched so that primary school students enjoy 
learning English in a robust manner. 
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^ocuklara Dilbilgisi Ogretiminde Oyun Kullanmanin Etkinligi 



OZ. Bu 9ali§manm ba^lica amaci, 90cuklara dilbilgisi ogretiminde oyun kullanmanin etkinligini ve ilkogretim 
seviyesindeki Tiirk yabanci dil ogretmenlerinin simflarinda oyunlarm kullammma ili§kin gorii^lerini 
ara§tirmaktir. Dilbilgisi ogretiminde oyun kullanmanin etkinligine dair popiiler gorii^ler, bu 9ali§manm yazari 
tarafmdan hazirlanmi§ bir anket kullanilarak toplanmi§tir. (^ali§ma sonu9lari, dilbilgisi ogretiminde oyunlarm 
etkinligi konusunda Tiirkiyedeki yabanci dil ogretmenlerinin ilgili kaynaklarda belirtilenlerle benzer gorii^lere 
sahip olduklarim gostermi^tir. Ayrica bu 9ali§ma, ogretmenlerin dilbilgisi ogretiminde oyunlarm etkinligine 
inandiklan halde, simflarinda oyunlari beklenildigi kadar sik kullanmadiklarim ortaya koymaktadir. 

Anahtar Kelimler: gramer, dilbilgisi, 90cuk, oyun. 



OZET 

Ama? ve onem: ileti§im yetisinin ortaya 9iki§i ile birlikte, zaman gefirici, rahatlatici, eglendirici 
aktiviteler olarak gdriilen oyunlar, Ingilizce egitim programinin vazge9ilmez bir par9asi olarak 
gdriilmeye ba§landi. Bu sebeple, bu 9ali§ma, ilgili literatiir kapsarmnda oyunlarm kullanimmm yabanci 
dil d^etimini nasil etkiledigini ele aimak ve Tiirkiyedeki yabanci dil d^etmenlerinin oyunlarm 
kullanimma ili§kin gdru§lerini d^enmek i9in hazirlanmi§tir. 

Ydntem: Bu 9ali§maya 2 farkli §ehrr ve 4 okuldan top lam 15 yabanci dil d^etmeni gdniillii olarak 
katilmi§tir. Katilimci sayismm olduk9a dii§uk olmasma ragmen ortaya 9ikan tablo, yabanci dil 
dgretiminde oyun kullanimma ili§kin gdrii§ler hakkmda ger9ek9i ipu9lari sergilemektedir. 
Ara§tirmacilar tarafmdan ilgili literatiirden yararlanilarak be§ basamakli (l=Hi9 Katilmiyorum, 
2=Katilmiyorum, 3=Kararsizim, 4=Katiliyorum, 5=Tamamen Katiliyorum) bir anket hazrrlanarak 
2008-2009 e^tim-d^etim yilmda yabanci dil d^etmenlerine uygulanmi§tir. Elde edilen sonu9lar daha 
sonra analiz edilerek tablola§tirilmi§ ve degerlendirilmi§tir. Ara§tirmada temel ama9 yabanci dil 
dgretmenlerinin oyunlarm kullanimiyla ilgili gdrii^lerine ili§kin genel bir gdriiniim elde etmek 
oldu^ndan, sonu9lar “Katiliyorum” ve “Katilmiyorum” §eklinde iki temel kategoriye ddnii§turulerek 
degerlendirmeye almmi§tir. 

Sonu9lar: Ara§tirmada elde edilen sonu9lar, yabanci dil d^etmenlerinin %86.67 gibi biiyiik bir 
90^nlu^nun simflarinda oyun kullanmanin e^tsel degeri oldu^na inandigi, direk kural dgretiminin 
dilbilgisi egitiminde hala dnemi oldu^ halde, egitsel degeri olan oyunlarm da olduk9a avantajli 
oldu^nu dii§unduklerini ortaya koymu§tur. Benzer bir §ekilde, katilimcilar oyunlarm dzellikle 
90cuklara dilbilgisi dgretiminde olduk9a etkin oldu^nu belrrtmi§lerdir. Ancak, bu 9ali§mada, yabanci 
dil d^etmenlerinin biiyiik bir 90^nlu^nun oyunlarm egitsel etkinliginin farkmda olduklari halde 
simflarinda oyunlari beklendigi siklikta kullanmadiklari saptanmi§tir. 

Tarti§ma ve dneriler: (^ah§mada, genel olarak, yabanci dil d^etmenlerinin, 9ocuklara dil 
d^etiminde oyun kullanm a nin egitsel a9idan bir9ok avantaja sahip oldu^na inandiklan 
gdzlemlenmi§tir. Ara§tirmanm diger bir dnemli sonucu ise, yabanci dil d^etmenlerinin simflarinda 
oyunlari gerektigi siklikta kullanamadiklaridir. Neden olarak ise katilimcilar smiflarm kalabahkligim 
ve ders programinin yo^nlu^nu gdstermi§lerdir. Sorunun 9dziimiine ydnelik olarak yabanci dil 
dgretmenlerinin de gdrii§lerini i9eren daha detayli bir 9ali§ma yapilabilir. Genel olarak ise, dzellikle 
devlet okullarmdaki sinif mevcutlari dii§iiriilerek d^enene bili§sel, duyu§sal ve psiko-motor 
becerilerini daha iyi geli§tirebilcegi ve sergileyebilcegi ortamlar yaratilabilir. Buna ek olarak, yo^n 
ders programlari daha uzun ddneme yayilarak teorik bilgi dgretimine ili§kin yigilmanm dniine 
ge9ilerek pratige daha 90k zaman verilebilir. Son olarak ise, hazirlanan ders kitaplarmda oyunlara daha 
fazla yer verilerek ve alternatif oyunlar tanitilarak uygulayicilara kilavuzluk saglanabilir. 
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